• 



—It will be appreciated that the array of visual display units 118 may be 
replaced by a simple visual display unit displaying an image comprising a plurality of regions, 
[ each region containing an image otherwise displayed on one of the array of visual display units 
118 illustrated in Figure 7.— 

IN THE ABSTRACT : / 

Pleasesa^stitute the following Abstract for the Abstract starting at page 40, 
line 3 and ending at line 15. A marked-up copy of this paragraph, showing the changes made 
thereto is attached. 

—A computer games apparatus includes a server operable under the control of a 
computer program to generate and store data defining a 3D game environment. Objects within 
that environment can be moved and/or changed in response to signals received by the server from 
player terminals. Those signals may be transmitted via the Internet and/or other networks. The 
server renders the object data into data defining one or more views of the 3D environment, which 
data can then be processed into a broadcastable form for receipt by a plurality of observers. The 
performance of the apparatus is unaffected by the number of observers actually in receipt of the 
broadcast data.— 

IN THE CLAIMS : 

Please delete Claims 1$, 2fl, 25' and 27 without prejudice or disclaimer of the 
subject matter recited therein. 

Please amend Claims 3-6, 1 1-14, 16, 18, 19, 20, 22, 23, 24 and 26 as follows. 
A marked-up copy of the amended claims showing the changes made thereto, is attached. Note 
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thai all the claims currently pending in this application, including those not presently being 
amended, have been reproduced below for the Examiner's convenience. 

1. (Not Amended) A system for playing a computer game, comprising a 
plurality of player apparatus for the input of user instructions and at least one game processing 
apparatus storing data defining a 3D game environment, wherein the player apparatus and the 
game processing apparatus are connected and information is transferred to enable each player to 
view the status of the 3D game environment and to control one or more objects therein, and 
wherein the system further comprises broadcast means for broadcasting data defining at least one 
view of the 3D game environment for receipt by a plurality of observers. 




2. (Not Amended) A system according to claim 1, wherein there is a 
single game processing apparatus having the form of a server to which each player apparatus is 
connected, and wherein object control signals are sent from the player apparatus to the game 
processing apparatus and information defining the status of the game environment is sent from 
the game processing apparatus to the player apparatus. 

3. \ (Amended) A system according to claim 1, wherein each player 
apparatus includes a ganm processing apparatus, and wherein each player apparatus sends 
information to the other player apparatus defining changes made to the game environment by the 
player at the apparatus which sends the information. 

4. (Amended) ^method of operating a computer graphics system to 
effect a computer game, which the graphic^ystem comprises a plurality of player apparatus for 



the input of user instiWions and at least one game processing apparatus storing data defining a 
3D game environment, tne method comprising the steps of; 

transferring information between the player apparatus and the game 
P 4 I processing apparatus to enableNeach player to view the status of the 3D game environment and to 
r^H^ control one or more objects therer^; and 

broadcasting data defining at least one view of the 3D game 
environment for receipt by a plurality of observers to enable the observers to view the game. 



\*JT*7 5^ Vrhree Times Amended) A method according to claim 4, performed in 
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a graphics system includingV single game processing apparatus, the method including sending 
; object control signals from theVayer apparatus to the game processing apparatus and sending 

information defining the status of fl^e game environment from the game processing apparatus to 
the player apparatus. 

(Twice Amended) A method according to claimy*; performed in a 
computer graphics system in which each player apparatus includes a game processing apparatus, 
the method including exchanging information between the player apparatus defining changes 
made to the game environment in response to actions of a player at a particular player apparatus. 

7. (Not Further Amended) A method according to claim 4, wherein the 
broadcasting step includes broadcasting on a television channel. 
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8. (Not Further Amended) A method according to claim 4, wherein the 
broadcasting step includes broadcasting on a channel defined at least in part by a communication 
network. 

9. (Not Further Amended) A method according to claim 8, wherein the 
broadcasting step includes broadcasting on a channel defined at least in part by the Internet. 

10. (Not Further Amended) A method according to claim 4, wherein the 
broadcasting step includes broadcasting in substantially real time as the computer game is 
played. 



1 1 . Y Amended) A computer graphics apparatus operable to act as a game 
processing apparatus in a syttem according to claim 1, comprising: 

storagfe means for storing data defining a 3D game environment; 

game processing means for amending stored data in dependence upon 
player control of objects in the game environment and for generating and outputting data relating 
to the game environment for receipt by each player; 

means for generating broadcast data defining at least one view of the 

game environment; and 

broadcasting means open^le to transmit the broadcast data on a 

broadcast channel. 
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(Amended) Apparatus according to claim^*, wherein the g 



ame 



processing means is operable to generate and output data defining change to the game 
environment for receipt by each player. 



yf. (Amended) Apparatus according to claim >f, wherein the game 



£jf^ processing means is operable to generate and output data defining a plurality of views of the 

game environment, the plurality of views comprising a respective view of the game environment 
for each player. 



T " ^ 

1$4f (Twice Amended) Apparatus according to claim y£ wherein the means 

for generating broadcast data is operable to generate broadcast data defining a plurality of views 

of the game environment for broadcast. 

J/f. (Amended) Apparatus according to claim wherein the broadcasting 
means includes data compression means operable to convert the broadcast data into a compressed 
format. 



17. (Not Amended) Apparatus according to claim 16, wherein the data 
compression means is operable to convert data into an MPEG format. 

18. (Amended) A method of operating a computer graphics apparatus in 
jjffc' which is stored data defining a 3Engame environment, comprising: 



updating the stored data in response to received signals defining player 
control of objects in the game; } 

generating data relating to the game environment and outputting the 
data to each respective player; 

generating broadcast data defining at least one view of the game 



environment; and 



broadcastings the broadcast data on a broadcast channel for receipt by a 



plurality of game observer apparatus. 
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)#. (Amended) A method according to claim wherein data defining 
change to the game environment is generated and output to each respective player. 
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(Amended) A method according to claim wherein data defining a 
respective view of the game environment is generated and output to each respective player. 

22. ^^IS^mended) A storage medium storing instructions for causing a 
programmable processing appahrtus to become operable to: 

update data^stefining a 3D game environment in accordance with 
signals defining control of objects in the game by a plurality of players; 

generate data relating ra^the game environment and output the data to 

each player; 

generate broadcast data defining abreast one view of the game 

environment 
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broadcast the broadcast data for receipt by a plurality of game observer 

apparatus. 

23. Amended) A signal carrying instructions for causing a programmable 
processing apparatus to become operable to: 

update data defining a 3D game environment in accordance with 
signals defining control of objectain the game by a plurality of players; 

generate d?^a relating to the game environment and output the data to 

each player; 

generate broadest data defining at least one view of the game 

environment; and 

broadcast the broadest data for receipt by a plurality of game observer 

apparatus. 

^2<f. (Amended) A method of generating a broadcast signal, comprising the 

steps of: 

receiving data defining a sequence of images of a 3D computer game 
environment in which objects are controlled by a plurality of players; and 

broadcasting a signal conveying images of the game for receipt by a 
plurality of game observer apparatus. 



9 (Amended) A method of making a recording of video data, comprising 



the steps of: 
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receiving data defining a sequence of images of a 3D computer game 
environment in which objects are controlled by a plurality of players; and 

o. 

recording, either directly or indirectly, data defining images of the 
game on a storage device for distribution to a plurality of game observers. 



28. (Not Amended) A system according to claim 1, wherein said 
broadcasting means is operable to broadcast data defining a view of the 3D game environment 
different from the view or views thereof available to each player. 

29. (Not Amended) A method according to claim 4, wherein the broadcast 
data defines a view of the 3D game environment different from the view or views thereof 
available to each player. 



Please add Claims 30-35 as follows: 




(New) In a computer game processing system comprising at least one 
three-dimensional computer game processing apparatus, a plurality of player apparatus in 
communication with the at least one computer game processing apparatus, and a plurality of 
Qjff] observer apparatus, a method of performing processing to enable the players to play the computer 
game and to enable the observers to observe the game as it is played, the method comprising the 
steps of: 

transmitting data between the at least one game processing apparatus 
and the plurality of player apparatus, and between the plurality of player apparatus and the at 
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least one game processing apparatus, to enable the players to play the game and to view the game 
as it is played; 

generating image data defining images of the game as it evolves during 
play and broadcasting the image data for receipt by the plurality of observer apparatus, thereby 
enabling the observer apparatus to receive the image data as a one-way, non-interactive 
conveyance of data; and 

receiving the broadcast image data at the plurality of observer apparatus 
and displaying the image data to the observers. 

pC. (New) A method according to claim^^C further comprising increasing 
the number of observer apparatus which receive the broadcast image data without changing the 
processing burden to generate the broadcast data. 



32X (New) A computer game processing system operable to process data 
defining a three-dimensiotol computer game in accordance with instructions from a plurality of 
game players and to generate eUita to enable a plurality of non-playing observers to observe the 
playing of the game, the system comprising: 

a game processing apparatus storing data defining a three-dimensional 
computer graphics computer game; \ 

a plurality of player apf^aratus, each player apparatus being operable to 
receive inputs from a respective player defining gamfc^control instructions; 

at least one data communicationdink connecting the game processing 
apparatus and the plurality of player apparatus to allow the transfer of data therebetween, j 
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wherein the game processing apparatus and the plurality of player apparatus are operable to 
exchange o^ta via the at least one communication link to enable the players to play the game; 

a broadcast data generator operable to generate image data defining 
images to enable a\lurality of observers to observe the playing of the game by the players and to 
broadcast the image da^ as a one-way, non-interactive conveyance of data; and 

plurality of observer apparatus, each observer apparatus being 
arranged to receive and display the image data broadcast by the broadcast data generator. 

33. (New) A method performed in a computer graphics processing 
apparatus of processing data defining a\hree-dimensional computer graphics game, the method 
comprising the steps of: 

processing stored £&me data in accordance with instructions received 
from a plurality of game players to control objects in the game, and to generate and output data 
conveying the progress of the game for receipt breach of the respective players; and 

processing the stored gamfe data to generate a sequence of images of the 
progressing game from at least one view, and broadcasting the image data as a one-way, non- 
interactive conveyance of data for receipt by a variable iWiber of observer apparatus. 

34. (New) A computer graphics processing apparatus, comprising: 
a data store for storing game data denning a three-dimensional 

computer graphics game; 

a game engine operable to process the stWed game data in dependence 
upon received signals defining control of objects in the game by a plurality of players, and 
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